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INTRODUCTION 


Welcome to Blinsky’s Toyshop of Dread, a 5% 
Edition Dungeons & Dragons adventure. 


This adventure is designed for three to five 3" – 
7% level characters and is optimized for five 
characters with an average party level (APL) of 5. 
The final battle may be deadly for characters 
below 5* level. 


Greater versions of creatures are included, 
allowing you to run this adventure with higher- 
level characters. 


BIG THANKS TO REMLEY! 


Thank you to Remley Farr for writing the following 


sections: Employee Lounge, Mr Fitsy-Bottoms, The 
Privy, and Crosspopper Production. 


USING THIS SUPPLEMENT 


Locations in this adventure may be changed as 


needed to fit your campaign. 


Text in these yellow boxes is to be read to players. 


Text in these boxes is for the DM only and should 
not be read to players. 


Unless otherwise noted, all NPCs have the stats of 
a commoner. 


COSTUMES 


This adventure introduces costumes, which the 
characters may wish to try on. The magic in the 
toyshop causes the character to become the 
costume. Feel free to make adjustments to the 
costumes’ durations and longevity. If the players 
and characters are enjoying having them, and 
coming up with creative way to use them, let 
them keep them! 


See Appendix C: Costumes for single pages you 


may print and give to the players if they dona 
costume. 
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PLACING THE ADVENTURE 


Though written for use in Vallaki and Barovia, this 


adventure can easily be used with any campaign 
setting. A toyshop with a possessed monkey fits 
just about anywhere. Doesn't it? 


This adventure can occur after Strahd has been 
defeated, or before, with Blinsky receiving his 
inheritance and building the island during the 
official campaign. 


AVERAGE PARTY LEVEL 


The Average Party Level (APL) is used to calculate 


the appropriate challenge level for your party. To 
calculate the APL, add the total levels of all 
characters and divide the sum by the number of 
characters (rounding up for .5 or greater). 


SKILL CHECKS AND SAVING THROWS 


Specific DCs are written for each of the 
encounters. You may wish to change these DCs 
based on the APL of the adventuring party. We 
suggest the following range: 


APL Check / Save DC 
3'd thru 4% 12 
5“ thru 6t^ 15 
7* thru 10'^ 18 


Additionally, if you feel a skill check or saving 
throw DC is too low or too high, feel free to adjust 
the DC as you wish. 


MAPS 


Unless otherwise noted, for all maps: 
1 square - 5 feet. 


YOU ARE EMPOWERED 


As mentioned above, you do not have to run 
these encounters as written. You (as the DM) are 
empowered to make changes as you wish — 
adjusting the encounters as the game is played. 


ADVENTURE PRIMER 


ADVENTURE BACKGROUND 


After the vampire Strahd was defeated, Blinsky, 


the plump male toymaker in Vallaki with the cute 
monkey wearing a pink tutu, received a large 
inheritance from a long-time client. The client, 
Obtavius Swat, a retired adventurer and avid 
collector of toys, left his entire estate to Blinsky. 
The estate included coin, precious gems, art, and 
his collection of toys, some made by Blinsky and 
others he acquired during his travels. 


Blinsky used the fortune to pay a wizard to create 
a small island in the middle of Lake Zarovich, 
located just outside of Vallaki. He then paid 
masons and workers to build a fantastic new 
toyshop, which he designed to be an experience 
for both the young and old alike. Though the 
number of children in Barovia was increasing, 
mostly imparted to the devil Strahd’s downfall, 
Blinsky wanted to touch the inner child of the 
adults in the city. He wanted happiness. He 
wanted smiles. He named the castle Blinsky’s 
Toyshop of Marvels. 


One of the toys, a small silver tiara kept in a black 
satin-lined ivory jewelry box, was such a lovely 
piece. Blinsky couldn’t stand the thought of 
leaving it in the box. He already had enough gold 
and losing the small tiara wouldn’t be a large loss, 
so he decided to give it to his monkey — Piccolo 
(see Creatures of the Toyshop). He smiled at the 
thought of her running around in her pretty, shiny 
tiara. 
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Sadly, as Barovian luck would have it, trapped 
inside the tiara is the sole of an evil gnome wizard 
named Aribetha Strangge. In his old age, 
Obtavious Swat forgot that he and his fellow 
adventurers used the tiara to imprison the 
gnome’s soul. Yesterday, when Blinsky placed the 
tiara on Piccolo's head, silver tendrils cascaded 
from the tiara and into poor Piccolo's skull, 
allowing Aribetha to control the monkey. 


Now, Aribetha has incapacitated Blinsky in the 
toyshop's tower, brought many of the toys to life, 
and imprisoned or killed many of the workers and 
customers. 


She awaits more visitors, which she intends to use 
to create an army and rule Barovia. 


BLINSKY'S TOYSHOP OF MARVELS 


The stone toyshop is quite fantastic, resembling a 
small castle. A large wooden door opens with a 
musical fanfare to an interior filled with 
wonderous toys of all sorts. Small wooden toy 
soldiers and animals, glass marbles, hand puppets, 
pop-ups, and stuffed animals are just a few of the 
unique items one might find when they enter 
Blinsky's toyshop. 


Beyond the main room lies the factory — the 
"Employee Only' section of the building. Here, 
workers assemble the toys and prepare them for 
sale. 


Blinsky lives on the middle floor of a three-story 
tower built at the rear of the factory. Two tall 
wooden toy soldiers stand guard at the tower's 
entrance. The tower includes Blinsky's personal 
workshop, a bedroom, and a relaxing lounge. 
There's also a sub-level, but no one goes down 
there because a roper was trapped in that level 
when the island was constructed. 


LOCATION AND NPC SUMMARY 


The following NPCs and locations feature prominently 
in this adventure: 

Aribetha Strangge: An evil gnome wizard who is 
trapped in a silver tiara. When Blinsky placed the silver 
tiara on Piccolo’s head, Aribetha took control of the 
monkey. 

Blinsky: The well-known, plump toymaker of 
Barovia. 

Mr. Fitsy-Bottom: An awakened Yorkshire terrier 
dog that works as a Research and Development Head 
for Blinsky’s upcoming pet toy line. 

Kip and Wingo: Gnome brother slackers who have 
been dodging work to the point where they have no 
idea the toy shop is in an uprising. They designed the 
Boomgun prototype. 

Gus and Elvis Swan: Noble family members of 
Ludmilla Swan who went on a tour of the toy shop and 
have yet to return. They've set up a barricade in one of 
the rooms, protecting themselves with crosspoppers. 

Max & Maxine Silt: Two children trapped and hiding 
in the toyshop. Their nanny Toba ran when the chaos 
began. 

Old Henry: A fisherman who can provide 
transportation to the island and Blinsky's Toyshop of 
Marvels. 

Persimmon Ribbons: Persimmon went to the 
toyshop in search of a flumph costume. 

Picollo: Blinsky's pet, pink tutu wearing monkey. 
Piccolo wears a tiara containing the soul the evil gnome 
wizard Aribetha Strangge and is now possessed by the 
wizard. 

Toba: Nanny to Max & Maxine Silt. She ran from the 
toyshop, leaving the children behind. When Toba ran 
out of the main doors, she was capture by two 
Pteranodon which nest on the toyshop's roof. 
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PART 1. THE HOOK 


Estimated duration: 30 minutes 


The adventure begins one day after Blinsky placed 
the tiara on Piccolo’s head. Several workers and 
customers are either dead or trapped on Blinsky’s 
island in the middle of Lake Zarovich. 


There are several ways you could introduce this 
adventure to your players. Below are simple ideas 
which you may need to adjust or expand on to fit 
your campaign. 


The adventure is written as occurring sometime 
after Strahd’s defeat. This could easily be changed 
to during play of Curse of Strahd, having Blinsky 
receive the inheritance before Strahd’s demise 
and having already created his toyshop in the 
middle of Lake Zarovich. 


If you are not using this in the Curse of Strahd 
campaign, feel free to change names and 
locations to fit your world and game. 


Brianna Silt, а human woman, approaches the 
adventurers, complaining that, “My two children, 
Max and Maxine, and their nanny, Toba, have not 
returned from Blinsky’s Toyshop of Marvels. Toba 
took the children to the toyshop this morning, so 
Maxine could purchase a stuffed, purple unicorn”. 


If the adventurers rescue her children and nanny 
from the island, Brianna promises to cook them a 
special Vallaki dinner of rhubarb and lamb stew 
with a side of pickled beets. 


Boris Toff, a human wearing water-soaked 
clothes, runs up to the adventurers, stating he just 
swam from Lake Zarovich to escape Blinsky's 
Toyshop of Marvels. He tells the adventurers that 
the toys came alive and started attacking the 
other customers in the toyshop. He was lucky to 
make it out alive as something swooped down at 
him while he was leaving the island. He doesn't 
have any other information. 
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Ludmilla Swan, a human noblewoman with a 
heavy purse, approaches the adventurers, stating 
that she needs their help. "My husband took our 
grandson to Blinsky's Toyshop of Marvels 
yesterday, but they have not returned, and no one 
is willing to go to Blinsky's island to find them". 
Rumors fill the village of strange things going on in 
Blinsky's Toyshop of Marvels. She offers a reward 
of 100 gp each to save her husband Gus and their 
grandson Elvis. 


Mansfield Ribbons, a balding, elderly gnome 
wearing a green eyepatch over his left bad eye, 
approaches the adventurers. He's concerned 
about his wife Persimmon. "She went to the 
toyshop yesterday to find a costume for a party 
but hasn't returned". He offers a reward of 50 gp 
if the adventurers go to the toyshop and rescue 
her. 


VILLAGE RUMORS 


The villagers have the following rumors to share: 

No Boats — "Blinsky hired boats and boatmen to 
transport visitors to and from his toyshop, across Lake 
Zarovich. None of these boats have returned. If they 
need a boat, Old Henry has one you could probably 
rent." 

No Sounds - "Pretty organ music plays all day long, 
originating from the toyshop on the island. We haven't 
heard the music for a day or so." 

No Pretty Lights — "Each night, at dusk, the island’s 
toyshop shoots off things they call ... fireworks ... which 
create pretty colors and loud noises in the night sky. 
This didn't happen last night." 


VILLAGE KNOWLEDGE ABOUT BLINSKY'S 


TOYSHOP OF MARVELS 

* The stone castle is quite fantastic. 

* Large wooden doors, with the words Blinsky’s 
Toyshop of Marvels flashing above, open to an interior 
filled with toys of all kinds. 

* Small wooden toy soldiers and animals, glass 
marbles, hand puppets, pop-ups, and stuffed animals 
are just a few of the unique items one might find when 
they enter Blinsky’s toyshop. 


PART 2. TO BLINSKY'S! 


Estimated duration: 15 to 30 minutes 


The adventurers secure travel to Blinsky’s 
Toyshop of Marvels using their own means of 
transportation or by hiring Old Henry, a Vallaki 
fisherman. 


OLD HENRY 


Old Henry is a 62-year-old balding human 
fisherman with a large, bone fishhook embedded 
in his right check — an accident turned body 
piercing from several years ago. He’s fished Lake 
Zarovich for many years and is proud to say he’s 
^... the most successful fisherman іп the village..." . 
His rowboat can safely hold six passengers, and he 
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offers a two-way trip for the party ^... for a mere 
and paltry sum of 3 gp...". He won't wait at the 
island, though. He has always thought the place to 
be a little bit creepy. Once he delivers the party, 
he rows back to shore, awaiting them to signal 
him by yelling “KAW-KAW” when required. 


ADDED THREAT 


For a longer game and more combat, a bright blue, 
pink polka dotted hippopotamus (use plesiosaurus (CR 
2; MM) or giant crocodile (CR 5; MM)) attacks the 
rowboat (AC 11, 50 HP) while the characters cross the 
lake. 


1 square = 5 feet 


АС ya 


1 square = 5 feet 
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PART 3. INTO THE TOYSHOP! 


Estimated duration: 90 to 120 minutes 


The adventurers enter Blinsky’s Toyshop of 
Marvels, where they must rescue villagers and 
workers whilst they battle new foes. To thwart 
the demon and save Piccolo (the possessed 
monkey), the adventurers must enter the tower 
(Part 4). 


AREA A: GROUNDS AND MAIN ENTRANCE 


The area outside of the toyshop is patrolled by 
animated toys. Blinsky heard tales of wonderous 
creatures called “... dinosaurs ...” from foreign 
adventurers in Barovia; so, he created some! 


When the party first arrives at the toyshop, and 
for every 5-minutes of real-time they spend 
outside of the toyshop before entering (see 
‘Entrances’ below), roll a d6. On an odd result, the 
party encounter one of the animated toys listed 
below, either chosen by you or determined 
randomly by rolling 1d4 and consulting the 
Outside Random Encounters table below. 


Describe the creatures as you would describe 
them as toys: made of wood, leather, or some 
other building material, having obvious joints, and 
not looking real. 


OuTSIDE RANDOM ENCOUNTERS 
d8 Creature 
1 An allosaurus (CR 2; MM) 
2 Four velociraptors (CR и; VGtM) 
3 A deinonychus (CR 1; VGtM) 
4 Two dimetrodon (CR 4; VGtM) 
PTERANODON NEST 


Two Pteranodon (CR 74; MM) have built a small 
nest on the toyshop's roof. Any creature on the 
roof or above the toyshop easily sees the nest. 
Inside the nest is the battered and dead body of 
Toba, the nanny who took care of Ludmilla Swan's 
children. When the chaos began, Toba ran from 
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the toyshop, leaving the children. The children 
now hide together in one of the wooden lockers 
in Area C. 


Toba wore a pink ribbon in her hair, which is now 
stained with blood and caught in one of the 
Pteranodon's beak. 


ENTRANCES 


Except for the main entrance, there are no doors 
or windows on the first level of the toyshop. The 
only other entrances are open windows on the 
tower's 3"? floor, where Piccolo (the possessed 
monkey) is currently living. 


MAIN ENTRANCE 


A large red, wooden door, magically inscribed 
with bold, twinkling Blinsky’s Toyshop of Marvels, 
allow access to the toyshop. When a living 
creature comes within 5 feet of them, the door 
automatically opens outward as trumpets play a 
welcoming fanfare: Bum-Pa-Pa-BA! 


AREA B: MAIN SHOWROOM 


The main showroom is under the control of a 
large purple octopus (or greater purple octopus) 
and a swarm of army ants (or greater swarm of 
army ants). 


Bits of cottony white fluff and small white 
feathers lazily float about this room and cover the 
floor. 


Along the eastern wall, a large purple octopus 
stands next to a tall glass box with snow-white 
cotton dancing inside. A similar box stands along 
the western wall. 


Three tables, covered with all sorts of toys, sit in 
the center of this room. Two human-sized bodies 
dressed in everyday commoners clothing lie on 
the floor. 


А small creature with eyestalks and blue tentacles 
floats above a table on the far wall. 


Simply looking like a large, plush purple octopus 
until it moves, the octopus is in plain view, resting 
next to a glass box filled with white cotton and 
feathers along the eastern wall. 


A swarm of army ants are hidden near the glass 
box on the western wall, obscured by cotton and 
feathers on the floor. A creature succeeding ona 
DC 20 Wisdom (Perception) check notices several 
tiny black insects on the floor. 


A lone flumph (see Floating Creature below) 
floats in the air near the far wall, above a table 
holding a cash register. 


PURPLE OCTOPUS TACTICS 


The purple octopus uses its tentacles to maneuver a 
grappled creature to the glass box. This is a contested 
Strength check with the grappled creature having 
disadvantage. On a success, the purple octopus places 
a tube in the creature’s mouth and begins stuffing it 
with cotton. At the start of each of its turns, a creature 
being stuffed this way must succeed on a DC 10 
Constitution saving throw. If the creature fails three 
saves, it has been stuffed with white cotton and is 
dead. 


SWARM OF ARMY ANTS TACTICS 


The swarm uses its carry action to move a creature to 
within 5 feet of a glass box. The swarm then inserts a 
tube in the creature’s mouth and begins stuffing it with 
cotton. At the start of each of its turns, a creature 
being stuffed this way must succeed on a DC 10 
Constitution saving throw. If the creature fails three 
saves, it has been stuffed with white cotton and is 
dead. 


THE BODIES 


The human bodies (one a male with black hair and 
blue eyes, the other a female with blonde hair and 
green eyes) are that of two visitors. The toys 
captured the visitors and stuffed them using the 
cotton-filled glass boxes along the walls. Searching 
the bodies reveals white cotton protruding from 
their ears, nose, and mouth. 
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Speak with Dead. If targeted by the speak with 
dead spell: 


e Тһе male corpse's name is Rodrigio Bluto 
— a single, middle-aged man vacationing in 
Vallaki. He recalls being grabbed by a 
purple octopus and then stuffed. 

e The female corpse's name is Gwen Ira – a 
recently widowed, middle-aged woman 
having a holiday in Vallaki. She says the 
ground came alive, dragged her to a 
stuffing station, and filled her with fluff. 

e  Rodrigio and Gwen were chatting and 
becoming friendly before the chaos 
began. 


THE GLASS BOXES e- STUFFING 


These tall boxes are used to make stuffed toys. 
However, the toys in the shop use them to stuff 
people (see Purple Octopus Tactics and Swarm of 
Army Ants Tactics below). 


CENTER TABLES 


Normal toys rest on the three center tables, 
mostly covered in cotton and feathers from the 
recent stuffing's. 


This is a good opportunity to add a special toy to 
the table, something one or more of your player's 
characters may gravitate to. Perhaps, something 
they mention in their background, a close 
representation of a lost childhood toy, or an 
image from a previous adventure. Though some 
common magic items have been added to the 
tables, feel free to add more. 


The tables combined hold the following items: 
*=denotes items published in the Curse of 
Strahd adventure. 


e Several small glass boxes, each containing 
27 small six-sided dice of various colors. 

e A small container labeled Laffy Putty (see 
below). The container holds 3 round balls 
of brown, soft, sticky clay. 


LAFFY PUTTY 
Wondrous Item, rare 


This putty can be thrown at or attached to another 
creature. Make a melee or ranged attack. On a hit, the 
creature takes 1 bludgeoning damage and must 
succeed on a DC 14 Wisdom saving throw. On a failed 
save, the creature perceives everything as hilariously 
funny and falls into fits of laughter, falling prone and 
becoming incapacitated until the end of its next turn. A 
creature with an intelligence score of 4 or less isn’t 
affected. 


Each time it takes damage, the target can make 
another Wisdom saving throw with advantage. 


e Three white stuffed unicorns, each small 
enough to fit in one’s pocket. 

e Three flour sack-sized yellow bags, each 
containing 1,000 small glass marbles (use 
ball bearings but breakable (possible 
shatter) if thrown). 

e Five pink corn cob smoking pipes (use 
pipe of smoke monsters; XGtE, p 138). 

е ASmall-sized green monkey with a sticky 
substance on its palms that allows it to be 
draped over one's body and hang on. 

e дА headless doll that comes with a sack of 
attachable heads, including one with its 
eyes and mouth stitched shut.* 

е Aminiature gallows, complete with 
trapdoor апа a weighted “hanged man” .* 

e Aset of wooden nesting dolls; the smaller 
each one gets, the older it gets until the 
innermost doll is a mummified corpse.* 

е Awood-and-string mobile of hanging bats 
with flapping wings.* 

e Awind-up musical merry-go-round with 
figures of snarling wolves chasing children 
in place of prancing horses.* 

e Around blue ball the size of a small 
melon. When shaken and asked a 
question, a random sentence appears on 
the ball’s surface: 
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BLUE BALL OF SCRYING 


g 
00 


Result 


More likely than not unlikely. 
Just stop! 


Put me down! 


І say no. 
You must follow your heart. 


You are unstoppable. 


Who ат I to tell you differently? 
Obviously! 
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CASH REGISTER 


A metal mechanical cash register rests on a long 
table along the far wall. It holds 35 gp, 65 sp, 15 
ep, and 35 cp. There are also two notes (see 
Player Handout #1) that read: 


Kip and Wingo are sleeping in the closest again! 


Wingo shot a crosspopper at Kip. He missed and 
nearly hit me in the eye! 


FLOATING CREATURE 


The floating creature is Persimmon Ribbons 
(female gnome) in a flumph costume. She was 
trying on the costume when the chaos inside 
began. Aribetha’s magic enchanted the costume, 
turning Persimmon into a flumph. The zipper is 
stuck, and she can’t get herself out of the 
costume. 


Persimmon isn’t aware that the costume grants 
her telepathy. She blurts out the following 
telepathic messages, which are telepathically 
heard by random characters chosen by you. 


e This darn zipper! 

е Get me out of her! 

e  Willlbe stuck like this forever? 
e Stupid costume! 


A creature hearing one of these messages may 
attempt a DC 15 Wisdom (Perception) check. On a 
success, they realize the message is coming from 
the flumph. 


If a response is made to the message using one’s 
mind (non-verbal), Persimmon hears the response 
and begins interacting telepathically with that 
creature, explaining that she’s stuck in the 
costume. Removing the costume requires a 
successful DC 10 Strength (Athletics) check as the 
zipper is stuck with a bit of the costume caught in 
the zipper’s teeth. 


If attacked, Persimmon becomes frightened, 
releases her Stench Spray, and attempts to flee 
the toyshop through the front door. If successful, 
Persimmon floats about Vallaki and Barovia, 
forever searching for someone to remove her 
costume. 


If Persimmon is attacked and her costume is 
reduced to 0 hit points, the costume is destroyed, 
sheds off her body, and she falls to the floor, 
unconscious and with only 1 hit point. 


If rescued, Persimmon thanks the party for their 
help. If questioned, she tells the adventurers that 
she “... was just trying on the costume when all 
the chaos in the toyshop started. | didn’t see what 
happened to anyone else in the main showroom 
as | was too busy trying to figure out how to move 
and how to get out of the costume ...". 


FLUMPH COSTUME 


Donning and doffing this costume takes 1 minute. 
When you attempt to doff the costume, roll a d6. On a 
result of 5 or 6, the zipper becomes stuck and you 
cannot remove the costume without assistance. If 
assisted, that creature must succeed on a DC 10 
Strength check to successfully unstuck the zipper. 


While wearing the flumph costume you are a Small- 
sized aberration. Once the costume is reduced to O hit 
points, it is destroyed and you revert to your normal 
self at % your hit point level when you donned the 
costume. 


Healing spells have no effect on the costume. Targeting 


the costume with a mending spell causes it to heal 5 
(1d6 + 2) hit points. However, the costume cannot be 
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mended or repaired (magically or non-magically, short 
of a wish or similar spell) if it is reduced to O hit points. 


Armor Class 12 
Hit Points 14 (4d6) 
Speed 5 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 


6(2) 15(9) 10(+0) 14(+2) 14(42) 11(40) 


Skills Arcana +4, History +4, Religion +4 
Damage Vulnerabilities psychic 
Senses passive Perception 12 
Languages telepathy 60 ft. 

Challenge 1/8 (25 XP) 


Prone Deficiency. While wearing this costume, if you are 
knocked prone, roll a die. On an odd result, you land upside- 
down and are incapacitated. At the end of each of your turns, 
you can make a DC 10 Dexterity saving throw, righting 
yourself, and ending the incapacitated condition if it 
succeeds. 


ACTIONS 


Tendrils. Melee Weapon Attack: +4 to hit, reach 5 ft., one 


creature. Hit: 4 (1d4 + 2) piercing damage plus 2 (1d4) acid 
damage. At the end of each of its turns, the target must make 
a DC 10 Constitution saving throw, taking 2 (1d4) acid 
damage on a failure, or ending the recurring acid damage on 
a success. A lesser restoration spell cast on the target also 
ends the recurring acid damage. 


Stench Spray (1/Day). Each creature in a 15-foot cone 
originating from you must succeed on a DC 10 Dexterity 
saving throw or be coated in a foul-smelling liquid. A coated 
creature exudes a horrible stench for 1d4 hours. The coated 
creature is poisoned as long as the stench lasts, and other 
creatures are poisoned while within 5 feet of the coated 
creature. A creature can remove the stench on itself by using 
a short rest to bathe in water, alcohol, or vinegar. 


AREA B1: COSTUME ROOM 1 

Colorful blouses and shirts hang along the walls. 
Some of these garments are embellished with the 
phrase Is No Fun, Is No Blinsky or Blinsky’s 
Toyshop of Marvels. 


A creature, its body a mix of an owl and a bear, 
stands on a pedestal in the center of the room. 


THE SHIRTS 


The blouses and shirts may be removed from the 
walls and worn. They have a tag attached with a 
value of 1 sp each. 


THE OWLBEAR 


Inspecting the ‘creature’ (owlbear) reveals a long 
zipper along the chest, hidden within the fur and 
feathers. This is an owlbear costume, which may 
be worn by a character. 


OWLBEAR COSTUME 


Donning and doffing this costume takes 1 minute. 
When you attempt to doff the costume, roll a d6. Оп а 
result of 5 or 6, the zipper becomes stuck and you 
cannot remove the costume without assistance. If 
assisted, that creature must succeed on a DC 10 
Strength check to successfully unstuck the zipper. 


While wearing the owlbear costume, you are a 
Medium-sized beast. Once the costume is reduced to 0 
hit points, it is destroyed and you revert to your normal 
self at % your hit point level when you donned the 
costume. 


Healing spells have no effect on the costume. Every 
hour spent repairing the costume with needle and 
thread recovers 5 hit points. Targeting the costume 
with a mending spell causes it to heal 5 (1d6 + 2) hit 
points. However, the costume cannot be mended or 
repaired (magically or non-magically, short of a wish or 
similar spell) if it is reduced to O hit points. 
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OWLBEAR COSTUME 


Armor Class 10 (natural armor) 
Hit Points 43 (5d8 + 21) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 


18 (+4) 12(ғ1) 17(+3) 10() 10(+0) 10(+0) 


Skills Perception +3 

Senses darkvision 60 ft., passive Perception 12 

Languages Understands all languages known by the wearer 
but cannot speak. 

Challenge 2 (300 XP) 


Keen Sight and Small. While wearing this costume, you have 
advantage on Wisdom (Perception) checks that rely on sight 
or smell. 


ACTIONS 


Multiattack. While wearing this costume you make two 
attacks: one with your beak and one with your claws. 


Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
creature. Hit: 8 (1d8 + 4) piercing damage. 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 11 (2d6 + 4) slashing damage. 


ӨШ | S 
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AREA B2: COSTUME ROOM 2 


Colorful cotton and linen trousers, skirts, and 
short pants hang along the walls. 


A spherical-shaped red and orange garment 
stands on a small pedestal in the center of the 
room. 


THE SHIRTS 


The trousers, skirts, and short pants may be 
removed from the walls and worn. They have a 
tag attached with a value of 1 sp each. 


THE SPHERICAL GARMENT 


Inspecting this garment reveals a long zipper 
hidden within the orange and red folds of fabric. 
This is a fireball costume, which may be worn by a 
character. 


FIREBALL COSTUME 


Donning and doffing this costume takes 1 minute. 
When you attempt to doff the costume, roll a d6. On a 
result of 5 or 6, the zipper becomes stuck and you 
cannot remove the costume without assistance. If 
assisted, that creature must succeed on a DC 10 
Strength check to successfully unstuck the zipper. 


While wearing the fireball costume you are a Medium- 
sized elemental. Once the costume is reduced to О hit 
points it is destroyed and you revert to your normal self 
at % your hit point level when you donned the costume. 


Healing spells have no effect on the costume. Every 
hour spent repairing the costume with needle and 

thread recovers 5 hit points. Targeting the costume 
with a mending spell causes it to heal 5 (1d6 + 2) hit 
points. However, the costume cannot be mended or 
repaired (magically or non-magically, short of a wish or 
similar spell) if it is reduced to O hit points. 


15 | BLINSKY'S TOYSHOP M. ren e 


FIREBALL COSTUME 


Armor Class 14 (natural armor) 
Hit Points 22 (5d8) 
Speed 25 ft. fly 


STR DEX CON INT WIS CHA 


10 (+0) 14(42) 11(+0) 10(+0) 10(+0) 10(+0) 


Damage Vulnerabilities cold 

Damage Immunities fire 

Senses truesight 60 ft. passive Perception 10 

Languages Understands all languages known by the wearer 
but cannot speak. 

Challenge 1 (200 XP) 


Heated Body. A creature that touches you or hits you with a 
melee attack while within 5 feet of you takes 3 (1d6) fire 
damage. 


Illumination. While wearing this costume you shed bright 
light in a 30-foot radius and dim light in an additional 30 feet. 


Water Susceptibility. For every 5 feet you move in water, or 
for every gallon of water splashed on you, you take 1 cold 
damage. 


ACTIONS 


Multiattack. While wearing this costume you make two 
attacks. 


Touch. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
creature. Hit: 6 (1d6 + 3) fire damage. If the target is a 
creature or a flammable object, it ignites. Until a creature 
takes an action to douse the fire, the target takes 3 (1d6) fire 
damage at the start of each of its turns. 


Thermal Flare (1/Day). Each creature in a 15-foot radius 
sphere originating from you must succeed on a DC 12 
Dexterity saving throw or be engulfed in flames, suffering 14 
(4d6) fire damage on failed save, or half as much damage on 
a successful one. If the target is a creature or a flammable 
object, it ignites. Until a creature takes an action to douse the 
fire, the target takes 3 (1d6) fire damage at the start of each 
of its turns. 


AREA C: EMPLOYEE LOCKERS 


This room is the employee dressing room. 

Six wooden lockers line the far west wall, and two 
small benches stand in the center of this 
otherwise empty room. 


MAX AND MAXINE 


A creature succeeding on a DC 12 Wisdom 
(Perception) check hears whimpering coming 
from the wooden lockers. Brianna’s children hide 
in one of the small lockers, crammed together. 
Their nanny Toba left them when all the havoc 
started. Toba was attacked by two Pteranodon 
when she left the toyshop. Her dead body can be 
found on the roof of the toyshop in the 
Pteranodon’s nest (see Part 3: Into the Toyshop, 
Pteranodon’s Nest above). 


The children ask if the adventurers have seen 
their nanny Toba, explaining that, “... Toba ran out 
of the toyshop and left them...” They state that 
Toba, ^... wore a pretty, pink hair ribbon ...". 


If any of the characters are holding the ribbon, the 
children notice it and say, "Hey! That looks like 
Toba’s hair ribbon..." If they learn Toba is dead, 
they do not take the news well and begin to cry. 


AREA D: HALLWAY 


The room is empty, save for a cat-sized stuffed, 
purple unicorn toy lying next to the west door. 


Each door has an engraved, wood sign: 


e West: Locker Room 

e North: Puppets 

e East: Employee Lounge 
е South: Store 


ADDED THREAT 


For a longer game and more combat, a faceless, naked, 
wooden, life-size marionette (CR 3) from Area H 
dances around this room while shadowboxing. It sees 
the party as a sparring partner and attacks. 
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AREA E: EMPLOYEE LOUNGE 


Wooden tables and chairs dot the room, and a 
metal box with a knob rests at the center of one 
table. A door marked "SUPPLIES" is in the 
northeast corner of the room. 


METAL Box 

This 2-foot square metal box with a knob and dial 
has a hinged glass door on the front. It is 
essentially the equivalent of a modern-day 
microwave oven (just don't describe it as such). It 
has been enchanted by a glyph of warding to cast 
heat metal on itself every time someone turns the 
knob, increasing or decreasing in heat based on 
how far the knob is turned. It will cook (or burn) 
almost anything placed inside. 


SUPPLY CLOSET 

This broom and mop storage room has two rock 
gnome brothers, Kip and Wingo, sleeping inside 
on a pile of food crumbs. They work at the toy 
shop, but they constantly sleep on company time 
and have numerous formal reprimands on their 
record. They have no idea that the toy shop has 
been taken over since they've been hiding from 
supervisors whilst snacking and sleeping for the 
past day. They know about the Boomgun 
prototype in Area J since they built it. 


ADDED THREAT 


For a longer game and more combat, a pink, plush 
giant snake with googly eyes (use giant constrictor 
snake (CR 2; MM, or giant coral snake (CR 4; GoSM), or 
iron cobra (CR 4; MToF)) hides under the table along 
the south wall. 


Kip @ WINGO 


Kip and Wingo are brothers, one year apart yet sharing 
the same birthday. The eldest Kip is the more level- 
headed, but not by much. Both act foolishly yet are 
brilliant when it comes to tinkering and design work. 
The two don’t seem to have a care in the world, often 
laughing in the face of danger when they shouldn't. 


Kip & Wingo may have their own adventure in the 
future. Keep an eye out for that and signup for my 
newsletter to know when it's released. 


AREA F: HALLWAY 
Each door has an engraved, wood sign: 


e North: Production Room 
e East: Privy 

e South: Store 

e West: Employee Lounge 


A similar sign on the floor says: 
е Down: Mr. Fitsy-Bottoms 


AREA F1: MR. FITSY-BOTTOMS OFFICE 


A central 5-foot square tile can be removed, 
revealing a 20-foot square office room with a tiny, 
wooden spiral staircase leading down. An 
awakened Yorkshire terrier dog named Mr. Fitsy- 
Bottoms wearing goggles of night (see Appendix 
B: Creatures of the Toyshop) lives and works 
down here. 


As an employee, Mr. Fitsy-Bottoms is the 
Research and Development Head for Blinsky’s 
upcoming pet toy line, which has yet to start 
manufacturing. Mr. Fitsy-Bottoms has been hiding 
down here after the toy shop was taken over by 
Piccolo, whom Mr. Fitsy-Bottoms thinks is “... an 
utter buffoon...” 


He considers Kip and Wingo to be top-notch 
designers but doesn’t know about their boomgun. 
If he learns of it, if slaps his paw to his forehead 
and says, “I’m going to have to have another talk 
with those gnomes.” 
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AREA G: PRIVY 

This unisex, tiled-floor privy has four 5-foot square 
restroom stalls arranged in a 10-foot square on 
the eastern wall. A rectangular, metal plate on the 
western wall is labeled, “SANITATION: HANDS GO 
HERE.” 


SANITATION PLATE 

This metal plate has a glyph of warding placed on 
it with prestidigitation stored inside. It activates 
when a pair of hands are placed on the plate 
(actively touching the plate), using prestidigitation 
to clean/disinfect the hands. 


STALLS 

There are no toilets, just a portable hole spread 
out underneath so that one wedge of it is in each 
stall. The portable hole can be removed to be 
emptied (it readily displays ‘signs’ of it being used 
recently; DM discretion as to what this may be). 
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AREA H: MARIONETTE @ PUPPET AREA 


Long tables, piled high with colorful bolts of cloth, 
line the walls and center of the room. 


THE TABLES 

Marionettes and puppets are created in this 
room. The tables contain jars of glass eyes, spools 
of different colored threads, bolts of cloth, and 
many sewing needles. There is a 5096 chance (1 
chance per character) that a puppet exists for any 
that a character asks for. 


Babel, a thin and timid human worker assigned to 
building puppets, is hiding under the center table, 
covered by a length of red cloth. A character 
succeeding on a DC 12 Wisdom (Perception) check 
notices Babel's black boots peeking out from 
under the red cloth. Babel remains hidden until 
the Strahd Hand Puppets attack (see below). 
When they do attack, Babel crawls out of his 
hiding place and attempts to grapple one of the 
characters by leaping on their back, using them as 
a shield against the hand puppets while constantly 
and repeatably screaming, ^... Save me! Save me! 
..." in their ear. If the grapple is unsuccessful, 
Babel returns to his hiding place, again covering 
himself with the red cloth. 


STRAHD HAND PUPPETS 

One particular set of puppets — the Strahd Hand 
Puppets — have animated. When the characters 
enter the room, these puppets are hanging from 
the ceiling, drinking the blood of one of the 
workers they carried up and into the above 
rafters. Blood drips from the body in the rafters, 
onto the tables and floor. A character succeeding 
on a DC 14 Wisdom (Perception) check hears a 
faint dripping noise or feels something wet drop 
on their head or shoulder. A character looking at 
the ceiling easily notices the body and cloth hand 
puppets. The puppets attack when they are 
noticed, or shortly after the characters begin 
searching the room. 


5555 
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SCALING SUGGESTIONS 


APL 1-2: Four Strahd hand puppets attack. 

APL 4: Six Strahd hand puppets attack. 

APL 5-6: Ten Strahd hand puppets attack, each with 16 
hit points and a +6 to hit 

APL 7-10: Ten Greater Strahd hand puppets 


STRAHD HAND PUPPET (CREATURE) 


Comically resembling the devil Strahd, these animated 
puppets crave blood...and a hand. 


Armor Class 14 (natural armor) 
Hit Points 9 (2d8) 
Speed 10 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 


403) a ME tS) 12(+1) 801) 8(-1)  8(-1) 


Damage Vulnerabilities fire 

Senses darkvision 60 ft. passive Perception 9 
Languages Common 

Challenge 1/8 (25 XP) 


Easily Grappled. The hand puppet was meant to be used by a 
creature's hand. Attempts to grapple are made with 
advantage. On a successful grapple, a creature finds their 
hand inside the puppet. The puppet is then under the 
character's control and considered a magic item. 


ACTIONS 


Blood Drain. Melee Weapon Attack: +5 to hit, reach 5 ft., one 


creature. Hit: 5 (1d4 * 3) piercing damage, and the hand 
puppet attaches to the target. While attached, the hand 
puppet doesn't attack. Instead, at the start of each of the 
hand puppet's turns, the target loses 5 (1d4 + 3) hit points 
due to blood loss. 


The hand puppet can detach itself by spending 5 feet of its 
movement. It does so after it drains 10 hit points of blood 
from the target or the target dies. A creature, including the 
target, can use its action to detach the hand puppet. 


Hold Me. The hand puppet attempts to grapple a creature. If 
it is successful, the hand puppet reverts to a Strahd Hand 
Puppet (Magic Item) (refer to the Strahd Hand Puppet 
(Magic Item) sidebar). 
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STRAHD HAND PUPPET (MAGIC ITEM) 
Wondrous Item, rare 


The Strahd hand puppet fits like a glove over a 
creature's hand. Small pulleys and pockets in the 
puppet allow the creature to manipulate the puppet's 
eyes, mouth, arms, and ears. 


You gain a *1 bonus to attack rolls and damage rolls 
made with this magical weapon, which enhances your 
unarmed strike attacks. On a hit, the target takes an 
extra 1 necrotic damage. 


Curse. This hand puppet is cursed. Donning it, either 
voluntarily or involuntarily, curses you until you are 
targeted by the remove curse spell or similar magic. 
While cursed, you are unable to remove the hand 
puppet and you may not use that hand to wield 
weapons, cast spells, carry a shield, or similar activities. 


When the curse is removed, the hand puppet reverts 
to a Strahd Hand Puppet (Creature) with 2 hit points. 


Sentience. Each Strahd hand puppet is a sentient 
chaotic neutral weapon with an Intelligence of 8, a 
Wisdom of 8, and a Charisma of 8. It has hearing and 
darkvision out to a range of 60 feet. 


The hand puppet can speak, read, and understand 
Common, and can communicate with its wielder 
telepathically. 


Personality. Each hand puppet has the same 
personality, and each believes it is the one true Strahd 
reincarnated as a hand puppet. The hand puppet does 
not have the usual vampire weaknesses (forbiddance, 
harmed by running water, stake to the heart, sunlight 
hypersensitivity), but it thinks it does. 


The hand puppet's purpose is to consume blood. If not 
feed blood daily (achieved by using the puppet with a 
successful attack), it bites its wearer while they sleep, 
inflicting 1d4 necrotic damage and negating the effects 
of a long rest. 


AREAI: ТОҮ SOLDIERS 


Two Medium-sized toy soldiers guard the tower 
entrance. 


A magnificent red area rug lays in the center of 
this room. 


Two large wooden toy soldiers, each wearing a 
black, long cape and carrying a greatsword, stand 
at attention on either side of a purple and green 
painted door. 


THE RUG 


A creature succeeding on a DC 12 Wisdom 
(Perception) check realizes there are faint letters 
stitched into the rug with a letter in every 5-foot 
square. The rug is the key to opening the door to 
the tower. If the letters ISNOFUN (spelling out ‘Is 
No Fun’) are stepped on in that order, the 
creature ends at the purple and green doors, 
which automatically open into the next room as 
trumpets play a welcoming fanfare: Bum-Pa-Pa- 
BA! 


If the letters are not stepped on in that order, 
black tendrils leap from the tile the creature is 
standing on and tickle the creature. The creature 
must succeed on a DC 15 Constitution saving 
throw or suffer 3 (1d6) bludgeoning damage as 
their body twists and contorts with laughter. 


In addition, each of the toy soldiers moves 5 feet 
(one rug square) toward a creature that it can see, 
attacking any creature within 5 feet of it. The toy 
soldiers are not targeted by the tickle tendrils. 


THE ТОҮ SOLDIERS 


The toy soldiers (TS) stand at attention next to the 
tower's purple and green entrance. These 
wooden golems move only when the rug is 
navigated incorrectly, or if they are attacked. If 
attacked, they can independently move, however, 
they do not leave this room. 
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AREA J: CROSSPOPPER PRODUCTION 


Rows of workbenches are stacked high with piles 
of cut wood, nails, and twine. What appears to be 
baskets of wooden hand crossbows 


(crosspoppers) rest at the end of each workbench. 


In one corner, three workbenches lie on their side 
like a barricade. 


CROSSPOPPER BASKETS 

These crosspoppers are small enough to fit ina 
child’s hand and are emblazoned with the word, 
"CROSSPOPPER". There аге 30 (5d8 + 8) in total. 
Employees know that the crosspopper was the 
latest line of toys manufactured at Blinsky’s under 
the sales pitch that “Now every child can be a 
vampire slayer!” 


CROSSPOPPER 


Simple Ranged Weapon, Loading, Ammunition 
Weight: 1 Ib. Range: 5/45 Cost: 2 sp 
Damage: 1 bludgeoning 


Proficiency with a light crossbow allows you to add 
your proficiency bonus to the attack roll for any attack 
you make with a crosspopper. 


WORKBENCHES 

Enough raw materials to make 100 crosspoppers 
are stacked among the workbenches, as well as 
500 wooden “bolts” that are blunted stakes. 
These stakes can be shot from a crossbow, but 
they deal 1 point of nonlethal damage. 
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KIP AND WINGO’S WORKBENCH 

The gnomes from Area E have a prototype toy 
they’ve been working on strapped underneath 
their workbench - the Boomgun with six rounds of 
ammunition. 


A parchment note (see Player Handout #2) lays 
on the table and reads: 


Mr. Blinsky, 


The crosspopper has been а great product, selling 
hundreds of units to the adults and children of 
Barovia who want to play vampire killer. 


Well, we believe our newest design, the Boomgun 
(trademark and patent pending), to be a far 
superior product. 


Though heavier, the weapon always hits its target. 
While the ammunition is costly (and maybe a little 
dangerous) to produce, it is also special. We see 
the ammunition as being something customers 
will continue to purchase, giving you an increase 
in continuous revenue. 


Let us know when you would like a 
demonstration! 


Kip & Wingo 


BOOMGUN 
Martial Ranged Weapon, Loading 
Weight: 8lbs. | Range: 5/120 Cost: 300 gp 


Proficiency with martial ranged weapons allows you to 
successfully use the boomgun. 


The boomgun fires a ball of magical energy that hits а 
target of your choice that you can see within range. A 
ball deals 10 (3d4 + 3) force damage to its target. In 
addition, the target must succeed on a DC 12 Strength 
saving throw or be pushed back 10 feet. 


The boomgun has the Loading property and must be 
reloaded using an action after firing one piece of 
ammunition. 


BARRICADE 

Ludmilla Swan’s husband, Gus (N/G, noble), and 
her grandson, Elvis (L/N Commoner), are hiding 
behind the barricade. They took shelter in this 
room and have three loaded crosspoppers each 
they intend to use if anything enters the room; 
this includes the adventuring party. 1 round after 
the party enters the room, the two pop their 
heads up from behind the overturned tables and 
fire off their crosspoppers while yelling, “Die, you 
crazy toys!” A character with a passive Perception 
of 10 or one succeeding on a DC 10 Wisdom 
(Perception) check notices the wooden 
ammunition does little harm and does not look 
dangerous. 


Elvis is much more excited about the “adventure” 
than his grandfather and offers to assist the 
adventurers for the remainder of the adventure. 
Gus is adamant that they leave the toyshop as 
long as the heroes say the way is clear and safe. 
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ADDED THREAT 


For a longer game and more combat, add two large, 
plush black spiders with googly eyes (use giant spider 
(CR 1; MM), or phase spider (CR 3; MM)) to this room. 
Gus is caught by one of the spiders and is about to be 
eaten while Elvis stands behind the barricade, 
frantically firing his crosspopper at the creatures. 


Note: While in Area F or Area І, a character succeeding 
on a DC 12 Wisdom (Perception) check hears Gus and 
Elvis yelling from behind the door to Area J. 


PART 4. BLINSKY’S TOWER 


Estimated duration: 90 to 120 minutes 


The adventurers enter Blinsky’s Toyshop of 
Marvels, where they must rescue villagers and 
workers while they battle new foes. To thwart 
Aribetha Strangge and save Piccolo the possessed 
monkey, the adventurers must ascend the tower, 
where they face more challenges, find Blinsky, 
and combat the possessed Piccolo. 


AREA К: TOWER LEVEL 1 RESEARCH & 


DEVELOPMENT 


Blinky uses this room to research and develop 
new toys. 


Several desks, workbenches, and curio cabinets fill 
this room. 


DINO WORKBENCH 

A small, green plush toy of a tyrannosaurus rex 
sits on the bench. This is an animated toy, but it 
remains motionless until touched or attacked. The 
creature is friendly and wants to be held. A 
character succeeding on a DC 10 Wisdom (Animal 
Handling) check makes friends with the dinosaur 
and now has a pet. 


The bench is covered with bits of pink cloth and 
thread, cotton batting, cotton fluff, and various 
pieces of parchment, each with a rough drawing 
of a dinosaur (allosaurus, velociraptor, and 
Pteranodon). A character succeeding on a DC 10 
Wisdom (Perception) check while searching 
through the cloth and batting finds a set of 
jeweler's tools, a set of tinker's tools, and a set of 
weaver's tools (see PHB for values). 
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A character searching the workbench easily finds 
a leather journal stained with water, dirt, and 
blood. Written on the first page of the journal is 
Magnus Krispen's Journey to Chult. The journal 
contains detailed notes and sketches of many 
dinosaurs, which Magnus encountered during his 
travels in Chult. A collector of such information 
would pay 25 gp for the journal. In addition, an 
adventurer with the journal might have advantage 
when identifying the following creatures in or 
from Chult: allosaurus, velociraptor, deinonychus, 
dimetrodon, tyrannosaurus rex, and pteranodon. 


Blinsky met Magnus when the adventurer was 
strangely transported to Barovia. The two talked 
about travels and Blinsky became fascinated with 
the idea of dinosaurs. Magnus sold him the book, 
which Blinsky used as a reference to build his 
dinosaur line of toys. 


GLASS ELEVATOR 

A 5-foot square elevator made of glass and brass 
stands on the far north wall. Space is limited 
inside the elevator, so multiple trips may be 
required. 


A brass lever attached to the floor has two 
settings shown as arrows — Up and Down. Moving 
the lever to the Up position raises it one floor in 
12 seconds, halting and opening its glass door. 
Moving the lever to the Down position lowers the 
elevator one floor in 12 seconds, halting and 
opening its glass door. 


Two Medium-sized humanoids can fit comfortably 
in the elevator; three or more and operating the 
brass lever becomes difficult, requiring a 
successful DC 14 Dexterity check to maneuver the 
level. 


DINO PET 
Small construct, unaligned 


Armor Class 10 
Hit Points 2 (1d4) 
Speed 20 ft. 


STR DEX CON INT WIS CHA 


2 (-4) 11(+0) 10 (+0) 8 (-1) 8 (-1) 8 (-1) 


Damage Vulnerabilities fire 

Damage Immunities bludgeoning 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned 

Senses darkvision 30 ft., passive Perception 9 
Languages -- 

Challenge 0 (10 XP) 


Stuffed Toy Nature. A stuffed toy doesn’t require air, food, 
drink, or sleep. 


ACTIONS 


Bite. Melee Weapon Attack: +0 to hit, reach 5 ft., one target. 


Hit: 1 bludgeoning damage (soft teeth). 


AREA L: TOWER SUBFLOOR 


The elevator opens to a subfloor, a pocket-like 
cave in the fashioned island. The magic used to 
create the island had a mishap and accidentally 
trapped a roper. The creature is starving. Its 
tendrils whip and grasp at the descending glass 
elevator. 
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ROPER е ELEVATOR 

When the elevator reaches the bottom, the doors 
open, allowing the roper to attack anyone in the 
glass elevator. Moving the elevator lever to the 
UP position closes the door. If this occurs, roll a 
d6. 


е Onaresult of 1-3 - nothing happens as the 
roper misses. 

e Ona result of 4-6 - a tendril is caught іп the 
door and prevents it from ascending. 

e The elevator cannot ascend until the 
tendril is destroyed (AC 20, 10 HP). 

e While a tendril is trapped this way, the 
roper attempts to open the door with its 
other tendrils. 

e Onits turn, the roper attempts а DC 14 
Strength check. On a success, the roper 
opens the door and can make one 
tendril attack against a creature in the 
elevator. 

e If the attack is successful, it also uses its 
Reel action, yanking the creature from 
the elevator. 

e If more than one creature is in the 
elevator, attacks against a tendril are 
made with disadvantage due to the 
proximity to others. 


AREA M: TOWER LEVEL 2 BEDROOM 


A large bed, dressed in purple and green sheets, 
rests along the eastern wall. A small, pink baby 
basinet sits next to the larger bed. Lying on his 
back on top of the large bed is a plump man 
wearing a blue and green jester's outfit. 


A small brass table and a lone wooden chair sit in 
the middle of the room, and several curio cabinets 
line the walls. 


This is Blinsky and Piccolo's bedroom. Though 
Piccolo's bed is the pink bassinet, the monkey 
often cuddles with Blinsky in the larger bed. 


CURIO CABINETS 
Several curio cabinets contain trinkets. They 
include: 


e Asmall, empty ivory jewelry box lined with 
black satin (100 gp). 

e A small brass carousel consisting of undead 
horses with skeleton riders (5 gp). 

e Asmall wooden guillotine with a ragdoll. 
When activated, the guillotine blade drops 
and chops off the ragdoll’s head, which is 
easily reattached and can be used again (2 
gp). 

e A9-inch-tall wood carving of a baboon 
carrying a crossbow (5 gp). 


A creature succeeding on a DC 14 Wisdom 
(Perception) check notices an empty spot next to 
the baboon carrying the crossbow. If asked, 
Blinsky explains there used to be two of these, he 
does not know where the other might be. 


BLINSKY 

Blinsky is on the bed, his eyes open and his 
breathing shallow. If the characters interacted 
with Blinsky before, they recognize him. Blinsky is 
incapacitated. The infested Piccolo placed a 
phantasmal image in Blinsky’s mind — that of a 
giant golden viper resting on his chest. Blinsky 
fears that if he moves, the viper will strike. When 
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the characters enter the room, Blinsky remains 
quiet. If they near him, he quietly pleads, “Get this 
thing off of me.” 


The phantasmal image is not visible to any other 
creature, which Blinsky finds difficult to believe. 
Nonetheless, if a character acts like they remove a 
giant serpent from atop Blinsky’s chest, target 
Blinsky with the dispel magic spell, or any other 
creative way the characters think of to deal with 
the situation, the phantasmal seed is negated and 
Blinsky is no longer incapacitated. He does, 
however, keep an active watch for the serpent, 
thinking it may be hiding under the bed or 
following him. 


Blinsky can explain what happened within the 
toyshop. Use the below to answer questions the 
characters may have. 


e What happened here? Piccolo went crazy 
after | put a pretty tiara on her. Thin, silver 
tendrils crawled from the jewelry and into 
her head. 

e Where did the tiara come from? | inherited 
it from the same person who left me the 
money which I used to make this island and 
toyshop (Obtavius Swat — deceased). 

e Where is Piccolo? If you didn't see her in 
the toyshop, she must be in our lounge — 
the next floor up. 

e = What is іп the lounge? Oh, nothing much. 
Just a few of my more precious and unique 
toys. 

e What's with the roper in the lower level? 
Ah, poor thing. It was accidentally trapped 
there when the ground was magically 
manipulated. We don't go down there. 


Blinsky doesn't want Piccolo hurt. He suggests the 
adventurers remove the tiara (see Area N: Tower 
Level 3: Removing the Tiara below) and place it in 
its ivory case, which he hands to the adventurers 
if they don't already have it. He does suggest, for 
obvious reasons, that they do not attempt to wear 
the tiara. 


BRASS TABLE 

A brass table is a game machine Blinsky created. 
When two latches located along the edge of the 
table are unlatched, the tabletop pops open, 
revealing a tic-tac-toe board. The A brass skeleton 
also manifests from the table, a brass stool 
appearing underneath the skeleton, on the other 
side of the table. 


The skeleton is trained to play tic-tac-toe. Once 
manifested, it touches the center square where a 
magical X appears. It waits for someone to touch 
another square, where a magical O appears. If it 
wins the game, it smiles and claps for itself. If it 
loses the game, it slaps its palm to its forehead in 
disgust. 


AREA N: TOWER LEVEL 3 


Possessed Piccolo is in this room, along with 
several of Blinsky's unique toys, now animated. 


Two cushioned sitting chairs 'bookend' a large 
sofa which rests against the far wall. A short 
empty pedestal stands along the east wall, and a 
curio cabinet rests against the east. 


ACCOMPLICES 

Possessed Piccolo has several animated toys and 
objects assisting her. Place these about the room 
as you like: 


e Asmall-sized wooden baboon with a heavy 
crossbow (use thug but change to construct 
and its heavy crossbow also function as its 
mace). 

e Asmall-sized female marionette wearing 
plate mail armor (use animated armor). 

e Amasterfully stitched quilt with the words 
Is No Fun, Is No Blinsky! stitched across it 
(use rug of smothering). 
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SCALING SUGGESTIONS 

For higher-level parties, consider changing one or more 

of the above. 

е The thug to a knight (CR 3; MM) 

e The animated armor to a helmed horror (CR 4; 
MM) 

e The rug of smothering to а cloaker (change size to 
medium. CR 8; MM) 


REMOVING THE TIARA 

Removing the tiara requires a creature to be 
within 5 feet of Possessed Piccolo and a successful 
DC 14 Strength check. Once removed, Piccolo is 
no longer possessed and she leaps onto one of 
the characters, frightened. 


Due to her Master Animator ability, items 
animated by Aribetha are permanently animated. 
Removing or destroying the tiara does not revert 
the animation. Targeting the object with a dispel 
magic spell or similar magic destroys the 
animation. 


DONNING THE TIARA 

A creature donning the tiara must succeed on a 
DC 15 Wisdom saving throw as tiny silver tendrils 
painlessly embed themselves in the creature's 
skull. On a successful save, the creature gains no 
benefits, is not possessed by Aribetha, and may 
remove the tiara at will. 


On a failed save, the creature does not willingly 
remove the tiara, believing it makes them 
beautiful. The tiara can be removed unwillingly 
with a successful DC 14 Strength check by another 
creature. 


The creature also gains +2 to its Charisma 
attribute (max 20) until the tiara is either removed 
or destroyed. The creature is now possessed by 
Aribetha, who gains the creature's memories, and 
assumes control of the creature's thoughts and 
body. The creature also gains the following: 
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Foretelling: The possessed creature can see 
glimpses of the future. It can replace any attack 
roll, saving throw, or ability check made by it or a 
creature that it can see with a foretelling roll. It 
must choose to do so before the roll, and it can 
replace a roll in this way only once per turn. 


Each foretelling roll can be used only once, and 
unused rolls are lost at dawn. New foretelling rolls 
are made daily, at dawn. Roll 3d20 to determine 
the number of foretelling rolls available for that 
day. 


If possessed, Aribetha may not reveal that she has 
successfully possessed the creature. She knows 
the creature's memories and can act like the 
creature normally would. Or she may allow the 
creature to act as normal until she is ready to 
assume control. 


While possessed, Aribetha uses the statistics of 
the possessed creature. 


She does, however, have a strong desire to find 
her lost gnome form. This may lead her to suggest 
the adventuring party explore a specific location 
(determined by you) either by assuming control of 
the creature or by supplying it with dreams of the 
location. 


If Aribetha or the creature she is possessing is 
brought within 10 feet of her decaying body, her 
soul slips into her old form (see Possessed Piccolo 
— Aribetha Strangge). 


TREASURE 
A Jack-in-the-Box sits in the curio cabinet with a 
handwritten sign that reads DO NOT TOUCH. 


JACK-IN-THE-Box 
Wondrous item, cursed 


When the Jack-in-the-Box’s crank is turned, music plays 
(a morbid dirge), and a giant clown head pops from the 
box, consuming the character and teleporting them to 
a 20-foot square pocket dimension filled with multi- 
colored balls. The lid then slams closed. 


The box is resilient, with an AC 20, 100 Hit Points, and 
the following damage resistances: poison, psychic; 
bludgeoning, piercing, and slashing from nonmagical 
attacks that aren't adamantine. The box recovers all 
lost hit points daily, at dawn. 


Curse. While in this pocket dimension, the creature 
cannot communicate with anyone outside of the box or 
leave the box. All transportation magic is negated. Only 
a remove curse or wish spell, or similar magic can 
release the creature from this prison. Destroying the 
Jack-in-the-Box traps the creature in the pocket 
dimension indefinitely. 


While in box, if the handle is cranked and the head and 
neck are exposed, the creature trapped inside of the 
box controls the head and neck, can communicate with 
the outside world (in a clown-like voice), and can cast 
verbal spells. 


The trapped creature cannot open the box on its own. 
The box must be cranked. Only one creature can be 
inside of the box at any one time. A creature in the box 
requires no food or drink. 


HAPPY JACK'S FUNHOUSE 

If you'd like to tie this adventure into the Happy Jack's 
Funhouse adventure, when this Jack-in-the-Box is 
activated, the giant clown heads sweeps around the 
room, swallowing the adventurers and teleporting 
them to the funhouse entrance. 
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PART 5. CONCLUSION 


If Piccolo is killed, Blinsky is lost in tears. She was 
his best friend, and he blames himself for her 
death, seeing as he put the tiara on her. He closes 
the toyshop and retreats to his old establishment 
in Vallaki, becoming a recluse but continues to 
make gruesome toys. 


If Piccolo is saved, Blinsky is overjoyed. He quickly 
makes plans to clean and reopen the toyshop with 
promises that this sort of thing will never happen 
again. He'll be more careful about the things he 
puts on Piccolo’s head. He rewards the characters 
with an Oathbow, which was part of his 
inheritance from Obtavius Swat. 


THE MADHOUSE OF TASHA’S Kiss 

If you'd like to tie this adventure into The Madhouse of 
Tasha’s Kiss adventure, add a large wooden crate (8- 
feet tall by 5-feet deep by 5-feet wide) stenciled with 
“caution, do not open” standing along the wall of the 
top floor. The crate contains a large, smiling clown face 
which leads to the current locations of Tasha’s Kiss’s 
pageant wagon. 


ADVENTURES FROM THE POTBELLIED KOBOLD 


A BOOK OF FIFTEEN ADVENTURES WRITTEN BY SOME OF THE BEST D&D AUTHORS IN THE INDUSTRY! 
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? 4 Sayan Games 
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ANNALYSE’S REVENGE 


An adventure for, the world's greatest roleplaying game 
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APPENDIX A. 


PLAYER HANDOUT #1 


Employee Grievance Report 
Kip and Wingo are sleeping in the closest again! 


Employee Grievance Report . 
Wingo shot a crosspopper at Kip. He missed and nearly hit me 
Av the eyed 
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PLAYER HANDOUT #2 
Mr. Blinsky, 


The crosspopper has been a great product, selling 
hundreds of units to the adults and children of 
Barovia who want to-play vampire killer. 


Well, we believe our newest designy the Boomgun 
(trademark and patent pending), to bea far superior 
product. 


Though heavier, the weapon always hits ts target. 
While the ammunition is costly (and maybe a little 
dangerous) to produce, it ts also speciai: We see the 
ammunition as being something customers will 
continue to purchase, giving you an increase in 
CONINUOUS evenae 


let us know when you would like a demonstration! 


Kip & Wingo 
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APPENDIX B. 


CREATURES OF THE TOYSHOP 


Greater options of the Purple Octopus, Swarm of 
Army Ants, and Toy Soldier have been included to 
allow you to use this adventure with higher level 
characters. 


POSSESSED PICCOLO - ARIBETHA 
STRANGGE 


Aribetha Strangge is an evil wizard. Her last moments 
as a gnome ended with her soul being transferred into 
a prison — a beautiful silver tiara stored in a black satin- 
lined ivory jewelry box. While her soul survives until the 
tiara is destroyed, Aribetha developed a way for her 
magic and soul to transfer into another object. Thin, 
silver tendrils extend from the tiara and into its 


wearer's skull, allowing Aribetha to control any sentient 


creature that dons the tiara. If the tiara is destroyed, 
Aribetha's invisible soul escapes and begins searching 
for her decayed gnome body. 


Armor Class 13 (15 with Mage Armor) 
Hit Points 67 (15d8) 
Speed 35 ft. 


STR DEX CON INT WIS CHA 


9(-1) 16(3) 11(9) 18(+4) 12(+1) 11(40) 


Saving Throws Int +7, Wis +4 

Skills Arcana +7, History +7 

Senses passive Perception 11 

Languages Understands all languages but cannot speak. 
Challenge 6 (2,300 XP) 


Spellcasting. The Possessed Piccolo is a 15th-level 
spellcaster. Her spellcasting ability is Intelligence (spell save 
DC 15, +7 to hit with spell attacks). She has the following 
wizard spells prepared: 


Cantrips (at will): fire bolt, light, mage hand, message, true 
strike 

1st level (4 slots): detect magic, feather fall, mage armor 
2nd level (3 slots): detect thoughts, mind spike, phantasmal 
force 

3rd level (3 slots): clairvoyance, fly, counterspell 

4th level (3 slots): arcane eye, fire shield, stoneskin 

5th level (2 slots): animate objects, scrying 

6th level (1 slot): mental prison, true seeing 

7th level (1 slot): power word pain, Mordenkanien's sword 
8th level (1 slot): maze 
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Master Animator: During her life, Aribetha learned dark 
secrets, giving her the power to animate and manipulate 
objects permanently. Targeting the animated object with a 
dispel magic spell or similar magic destroys the enchantment, 
reverting the object to its previous form. 


Enhanced Illusions (2/day): Aribetha has learned to enhance 
illusion spells she casts, extending the duration to 48 hours. 


Foretelling: Possessed Picollo can see glimpses of the future. 
She can replace any attack roll, saving throw, or ability check 
made by her or a creature that she can see with one of the 

below-foretelling rolls. She must choose to do so before the 
roll, and she can replace a roll in this way only once per turn. 


Each foretelling roll can be used only once, and unused rolls 
are lost at dawn. New foretelling rolls are made daily, at 
dawn. Roll 3d20 to determine the foretelling rolls available 
for that day. You may use the below foretelling dice results or 
roll your own. 


20, 17, 10 


ACTIONS 


Laffy Putty. Ranged Weapon Attack: +6 to hit, 30/60, one 


target. Hit: 1 bludgeoning damage. On a hit, the creature 
must succeed on a DC 14 Wisdom saving throw. On a failed 
save, the creature perceives everything as hilariously funny 
and falls into fits of laughter, falling prone and becoming 
incapacitated until the end of its next turn. A creature with 
an intelligence score of 4 or less isn't affected. 


Each time it takes damage, the target can make another 
Wisdom saving throw. The target has advantage on the 
saving throw if it's triggered by damage. On a success, the 
spell ends. 


TACTICS 


Possessed Picollo has been using her magic (scrying) to keep 
an eye on the adventurers. 


When they enter the tower’s top level, she has already cast 
mage armor and stoneskin, giving her an AC of 15 and 
resistance to nonmagical bludgeoning, piercing, and slashing 
damage. Adjust her spell slots accordingly (-1 x 1% level, - 1 x 
4th level, -1 x 7'^ level). 


She may also cast fire shield as the adventurers speak with 
Blinksy (-1 x 4t" level). If she does, she will certainly be an 
incredible sight when the adventurers see her — a pink tutu, 
silver tiara-wearing monkey wreathed in flame! 


In most situations, her first action is to cast the 
mordenkainen's sword spell. She then uses her future 
actions to either cast spells or hurl laffy putty, which 
she has 10 laffy putty balls stored in a leather satchel 
hidden under her tutu. 


POSSESSED PICCOLO SCALING SUGGESTIONS 
For a lessor challenge: reduce hit points to 50, spell Save DC 
to 13, and spell attack to +5 

For a greater challenge: increase hit points to 100, spell Save 
DC to 17, and spell attack to +9 


PICCOLO SUGGESTED LEGENDARY ACTIONS 


To make the final battle even more exciting, consider 
giving Piccolo the below Legendary Actions. 


LEGENDARY ACTIONS APL (1-4) 


Piccolo can take 2 legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature’s turn. 
Piccolo regains spent legendary actions at the start of her 
turn. 


Laffy Putty. Piccolo makes a Laffy Putty attack. 


LEGENDARY ACTIONS (APL 5-8) 


Piccolo can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature’s turn. 
Piccolo regains spent legendary actions at the start of her 
turn. 


Cantrip. Piccolo casts a cantrip 
Laffy Putty. Piccolo makes a Laffy Putty attack. 
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LEGENDARY ACTIONS APL (9-12) 


Piccolo can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature's turn. 
Piccolo regains spent legendary actions at the start of her 
turn. 


Cantrip. Piccolo casts a cantrip 
Laffy Putty. Piccolo makes a Laffy Putty attack. 
Spell. Piccolo casts a spell (costs 2 actions) 


PICCOLO (NORMAL) 


Small beast, unaligned 


Armor Class 12 
Hit Points 3 (1d6) 
Speed 30 ft., climb 30 ft. ` 


STR DEX CON INT WIS CHA 


8(-1) 2 1402) 11(+0) 4€3) 1204) 6(2) 


Senses passive Perception 11 
Languages -- 
Challenge 0 (10 XP) 


Pack Tactics. The baboon has advantage on an attack roll 


against a creature if at least one of the baboon's allies is 
within 5 feet of the creature and the ally isn't incapacitated. 


ACTIONS 


Bite. Melee Weapon Attack: *1 to hit, reach 5 ft., one target. 


Hit: 1 (1d4 - 1) piercing damage. 


PURPLE OCTOPUS 
Large Construct, unaligned 


Armor Class 11 
Hit Points 52 (8d10 + 8) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 


17 (+3) 13(«1) 13(«1) 4(:3) 10(+0) 10(+0) 


Skills Perception +4, Stealth +5 

Senses darkvision 60 ft., passive Perception 14 
Languages -- 

Challenge 1 (200 XP) 


Toy-like nature. This creature does not require air, food, 
drink, or sleep. In addition, as long as it remains motionless, it 


is indistinguishable from another toy. 


ACTIONS 


Tentacles. Melee Weapon Attack: +5 to hit, reach 15 ft., one 


target. Hit: 10 (2d6 * 3) bludgeoning damage. If the target is a 
creature, it is grappled (escape DC 16). Until this grapple 
ends, the target is restrained, and the octopus can't use its 
tentacles on another target. 


Reel. The purple octopus pulls a creature grappled by it up to 
10 feet straight toward it. 


Fluff Cloud (Recharges after a Short or Long Rest). A 20- 
foot-radius cloud of white fluff extends all around the 
octopus. The area is heavily obscured for 1 minute, although 
a significant gust of wind can disperse the fluff. Each creature 
in this radius that needs to breathe must succeed on a DC 15 
Constitution saving throw or become unable to breathe, 
choking on the fluff uncontrollably. A creature affected by 
this is incapacitated and suffocating. As long as it is 
conscious, a creature can repeat the saving throw at the end 
of each of its turns, ending the effect on it on a success. The 
lesser restoration spell can also end the effect on a creature. 


PURPLE OcTOPUS TACTICS 


The purple octopus uses its tentacles to maneuver a grappled 
creature to the glass box. This is a contested Strength check 
with the grappled creature having disadvantage. On a 
success, the purple octopus places a tube in the creature's 
mouth and begins stuffing it with cotton. At the start of each 
of its turns, a creature being stuffed this way must succeed 
on a DC 10 Constitution saving throw. If the creature fails 
three saves, it has been stuffed with white cotton and is 
dead. 
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GREATER PURPLE OCTOPUS 
Large Construct, unaligned 


Armor Class 14 
Hit Points 90 (12d10 + 24) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 


17 (+3) 18(4) 14(42) 6(2) 10(+0) 10(+0) 


Skills Perception +4, Stealth +5 

Damage Resistances lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical attacks 
Condition Immunities exhaustion, grappled, paralyzed, 
petrified, poisoned, prone, restrained, unconscious 
Senses darkvision 60 ft., passive Perception 14 
Languages -- 

Challenge 5 (1,800 XP) 


Magic Resistance. The bronze scout has advantage on saving 
throws against spells and other magical effects. 


Toy-like nature. This creature does not require air, food, 


drink, or sleep. In addition, as long as it remains motionless, it 
is indistinguishable from another toy. 


ACTIONS 


Multiattack. The purple octopus makes two tentacle attacks. 


Tentacles. Melee Weapon Attack: +9 to hit, reach 15 ft., one 
target. Hit: 12 (2d8 * 3) bludgeoning damage. If the target is a 
creature, it is grappled (escape DC 16). Until this grapple 
ends, the target is restrained, and the octopus can't use its 
tentacles on another target. 


Reel. The purple octopus pulls a creature grappled by it up to 
10 feet straight toward it. 


Fluff Cloud (Recharges after a Short or Long Rest). A 20- 
foot-radius cloud of white fluff extends all around the 
octopus. The area is heavily obscured for 1 minute, although 
a significant gust of wind can disperse the fluff. Each creature 
in this radius that needs to breathe must succeed on a DC 15 
Constitution saving throw or become unable to breathe, 
choking on the fluff uncontrollably. A creature affected this 
was is incapacitated and suffocating. As long as it is 
conscious, a creature can repeat the saving throw at the end 
of each of its turns, ending the effect on it on a success. The 
lesser restoration spell can also end the effect on a creature. 


SWARM OF ARMY ANTS 


Medium swarm of tiny constructs, unaligned 


Armor Class 12 
Hit Points 45 (10d8) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 


10 (0) 13(+1) 10(+0) 1(-5) 7(2) 165) 


Damage Resistances bludgeoning, piercing, slashing 
Condition Immunities charmed, frightened, grappled, 
paralyzed, petrified, prone, restrained, stunned 
Senses blindsight 30 ft., passive Perception 8 
Languages -- 

Challenge 1 (200 XP) 


Swarm. The swarm can occupy another creature's space and 
vice versa, and the swarm can move through any opening 
large enough for a Tiny insect. The swarm can't regain hit 
points or gain temporary hit points. 


Toy-like nature. This creature does not require air, food, 


drink, or sleep. In addition, as long as it remains motionless, it 
is indistinguishable from another toy. 


ACTIONS 


Bite. Melee Weapon Attack: +3 to hit, reach 0 ft., one target 


in the swarm's space. Hit: 10 (4d4) piercing damage, or 5 
(2d4) piercing damage if the swarm has half of its hit points 
or fewer. 


Carry. If the swarm occupies the same space as another 
creature, it can move that creature up to 15 feet in any 
direction. If the swarm is reduced to half its maximum hit 
points, it can only move that creature 5 feet. 


SWARM OF ARMY ANTS TACTICS 


The swarm uses its carry action to move a creature to within 
5 feet of a glass box. The swarm then inserts a tube in the 
creature's mouth and begins stuffing it with cotton. At the 
start of each of its turns, a creature being stuffed this way 
must succeed on a DC 10 Constitution saving throw. If the 
creature fails three saves, it has been stuffed with white 
cotton and is dead. 
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GREATER SWARM OF ARMY ANTS 
Medium swarm of tiny constructs, unaligned 


Armor Class 12 
Hit Points 90 (20d8) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 


10(«0) 16(+3) 10(40  1(5) 7(2)  1(5) 


Damage Resistances lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical attacks 
Condition Immunities exhaustion, grappled, paralyzed, 
petrified, poisoned, prone, restrained, unconscious 
Senses blindsight 30 ft., passive Perception 8 
Languages -- 

Challenge 3 (700 XP) 


Swarm. The swarm can occupy another creature's space and 
vice versa, and the swarm can move through any opening 
large enough for a Tiny insect. The swarm can't regain hit 
points or gain temporary hit points. 


Toy-like nature. This creature does not require air, food, 


drink, or sleep. In addition, as long as it remains motionless, it 
is indistinguishable from another toy. 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 0 ft., one target 


in the swarm's space. Hit: 13 (4d4 +3) piercing damage, or 5 
(2d4) piercing damage if the swarm has half of its hit points 
or fewer. 


Carry. If the swarm occupies the same space as another 
creature, it can move that creature up to 15 feet in any 
direction. If the swarm is reduced to half its maximum hit 
points, it can only move that creature 5 feet. 


MR. FITSY-BOTTOMS 


Small beast (awakened), neutral good 


Armor Class 12 
Hit Points 2 (1d4) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 


3(4)  15(42) 10(+0) 16(+3) 12(+1) 12(41) 


Skills Insight +5, Investigation +5, Perception +3, Stealth +4 
Senses darkvision 60 ft*., passive Perception 13 
Languages Common, Elvish, Draconic 

Challenge 0 (10 XP) 


Keen Smell. Mr. Fitsy-Bottoms has advantage on Wisdom 
(Perception) checks that rely on smell. 


ACTIONS 


Bite. Melee Weapon Attack: +0 to hit, reach 5 ft., one target. 


Hit: 2 (1d4) piercing damage. 


MR. FITSY-BOTTOMS 
The awakened dog wears goggles of night. 


DINO PET 


Small construct, unaligned 


Armor Class 10 
Hit Points 2 (1d4) 
Speed 20 ft. 


STR DEX CON INT WIS CHA 


2(-4) 11(+0) дО (+0) 8(-1) 8(-1) . 81) 


Damage Vulnerabilities fire 

Damage Immunities bludgeoning 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned 

Senses darkvision 30 ft., passive Perception 9 
Languages -- 

Challenge 0 (10 XP) 


Stuffed Toy Nature. A stuffed toy doesn't require air, food, 
drink, or sleep. 


ACTIONS 


Bite. Melee Weapon Attack: +0 to hit, reach 5 ft., one target. 


Hit: 1 bludgeoning damage (soft teeth). 
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LIFE-SIZED MARIONETTE 
Medium construct, unaligned 


Armor Class 16 
Hit Points 60 (11d8 + 11) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 


8(-1) 17(+3) 13(+1) 8(-1) 16(3) 712) 


Damage Vulnerabilities fire 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned 

Senses blindsight 60 ft. (blind beyond this range), passive 
Perception 13 

Languages Common (understands but cannot speak) 
Challenge 3 (700 XP) 


Toy Nature. The marionette doesn’t require air, food, drink, 
ог sleep. 2 


Unarmored Defense. While the marionette is wearing no 


armor and wielding no shield, its AC includes its Wisdom 
modifier. 


ACTIONS 


Multiattack. The marionette makes three unarmed strikes. 


Unarmed Strike. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 7 (1d8 * 3) bludgeoning damage. If the target 
is a creature, the marionette can choose one of the following 
additional effects: 


e The target must succeed on a DC 13 Strength saving 
throw or drop one item it is holding (marionette's 
choice). 

e The target must succeed on a DC 13 Dexterity 
saving throw or be knocked prone. 

e Тһе target must succeed on a DC 13 Constitution 
saving throw or be stunned until the end of the 
marionette's next turn. 


SCALING SUGGESTIONS 


For a more hardened marionette, considering adding the 
following: 


Damage Immunities lighting, poison 
Damage Resistances lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical attacks 


STRAHD HAND PUPPET (CREATURE) 


Comically resembling the devil Strahd, these animated 
puppets crave blood...and a hand. 


Armor Class 14 (natural armor) 
Hit Points 9 (2d8) 
Speed 10 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 


4C-3) 16(+3) 12(+1) 8(-1) 8({(-1) 841) 


Damage Vulnerabilities fire 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned 

Senses darkvision 60 ft. passive Perception 9 
Languages Common 

Challenge 1/8 (25 XP) 


Easily Grappled. The hand puppet was meant to be used by a 
creature’s hand. Attempts to grapple are made with 
advantage. On a successful grapple, a creature finds their 
hand inside the puppet. The puppet is then under the 
character’s control and considered a magic item. 


ACTIONS 


Blood Drain. Melee Weapon Attack: +5 to hit, reach 5 ft., one 


creature. Hit: 5 (1d4 + 3) piercing damage, and the hand 
puppet attaches to the target. While attached, the hand 
puppet doesn't attack. Instead, at the start of each of the 
hand puppet’s turns, the target loses 5 (1d4 + 3) hit points 
due to blood loss. 


The hand puppet can detach itself by spending 5 feet of its 
movement. It does so after it drains 10 hit points of blood 
from the target or the target dies. A creature, including the 
target, can use its action to detach the hand puppet. 


Hold Me. The hand puppet attempts to grapple a creature. If 
it is successful, the hand puppet reverts to a Strahd Hand 
Puppet (Magic Item) (for more information, refer to the 
Strahd Hand Puppet (Magic Item) sidebar or Appendix D: 
Items in the Workshop). 
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GREATER STRAHD HAND PUPPET 


Comically resembling the devil Strahd, these animated 
puppets crave blood...and a hand. 


Armor Class 14 (natural armor) 
Hit Points 22 (4d8 +4) 
Speed 10 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 


4({-3) 16(+3) 12(+1) 8(-1) 861). 804) 


Damage Vulnerabilities fire 

Damage Resistances lightning, thunder; bludgeoning, 
piercing, and slashing from nonmagical attacks 
Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned 

Senses darkvision 60 ft. passive Perception 9 
Languages Common 

Challenge 1 (100 XP) 


Easily Grappled. The hand puppet was meant to be used by a 
creature’s hand. Attempts to grapple are made with 
advantage. On a successful grapple, a creature finds their 
hand inside the puppet. The puppet is then under the 
character’s control and considered a magic item. 


Magic Resistance. The greater Strahd hand puppet has 


advantage on saving throws against spells and other magical 
effects. 


ACTIONS 


Blood Drain. Melee Weapon Attack: +7 to hit, reach 5 ft., one 


creature. Hit: 5 (1d4 + 3) piercing damage, and the hand 
puppet attaches to the target. While attached, the hand 
puppet doesn't attack. Instead, at the start of each of the 
hand puppet’s turns, the target loses 5 (1d4 + 3) hit points 
due to blood loss. 


The hand puppet can detach itself by spending 5 feet of its 
movement. It does so after it drains 10 hit points of blood 
from the target or the target dies. A creature, including the 
target, can use its action to detach the hand puppet. 


Hold Me. The hand puppet attempts to grapple a creature. If 
it is successful, the hand puppet reverts to a Strahd Hand 
Puppet (Magic Item) (for more information, refer to the 
Strahd Hand Puppet (Magic Item) sidebar or Appendix D: 
Items in the Workshop). 


Toy SOLDIER 


Medium construct, unaligned 


Armor Class 17 
Hit Points 42 (8d8 + 6) 
Speed 30 ft. (also special — see The Rug) 


STR DEX CON INT WIS CHA 


14(42) 10(9) 10(+0)  3(4) 11(+0) 1(5) 


Damage Vulnerabilities fire 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned 

Senses blindsight 60 ft. (blind beyond this radius), passive 
Perception 10 

Languages Common (understands but cannot speak) 
Challenge 3 (700 XP) 


Immutable Form. The toy soldier is immune to any spell or 
effect that would alter its form. 


Magic Resistance. The toy soldier has advantage on saving 
throws against spells and other magical effects. 


Magic Weapons. The toy soldier's weapon attacks are 
magical. 


ACTIONS 


Multiattack. The toy soldier makes two greatsword attacks. 


Greatsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 9 (2d6 + 2) slashing damage. 


REACTIONS 


Cape Flourish. The toy soldier's long, black cape flourishes, 


distracting an attacker and causing it to reroll an attack that 
would hit it. 
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GREATER TOY SOLDIER 
Medium construct, unaligned 


Armor Class 21 
Hit Points 112 (15d8 + 45) 
Speed 30 ft. (also special — see The Rug) 


STR DEX CON INT WIS CHA 


17(+3) 13(+1) 16(+3) 9(17 10(«0) 911) 


Damage Resistances cold 

Damage Immunities lighting, poison 

Damage Vulnerabilities fire 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned 

Senses blindsight 60 ft., (blind beyond this radius), passive 
Perception 13 

Languages Common (understands but cannot speak) 
Challenge 6 (2,300 XP) 


Immutable Form. The toy soldier is immune to any spell or 
effect that would alter its form. 


Magic Resistance. The toy soldier has advantage on saving 
throws against spells and other magical effects. 


Magic Weapons. The toy soldier's weapon attacks are 
magical. 


ACTIONS 


Multiattack. The toy soldier makes two greatsword attacks. 


Greatsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 10 (2d6 + 3) slashing damage. 


REACTIONS 


Cape Flourish. The toy soldier's long, black cape flourishes, 


distracting an attacker and causing it to reroll an attack that 
would hit it. 


APPENDIX С. 


COSTUMES 


FLUMPH COSTUME 


Donning and doffing this costume takes 1 minute. 
When you attempt to doff the costume, roll a d6. Оп а 
result of 5 or 6, the zipper becomes stuck and you 
cannot remove the costume without assistance. If 
assisted, that creature must succeed on а DC 10 
Strength check to successfully unstuck the zipper. 


While wearing the flumph costume you are a Small- 
sized aberration. Once the costume is reduced to O hit 
points, it is destroyed and you revert to your normal 
self at % your hit point level when you donned the 
costume. 


Healing spells have no effect on the costume. Targeting 
the costume with a mending spell causes it to heal 5 
(1d6 + 2) hit points. However, the costume cannot be 
mended or repaired (magically or non-magically, short 
of a wish or similar spell) if it is reduced to O hit points. 
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Armor Class 12 
Hit Points 14 (4d6) 
Speed 5 ft., fly 30 ft. 


STR DEX CON INT WIS CHA 


6(2)  15(42) 10(+0) 14(+2) 14(42) 11(40) 


Skills Arcana +4, History +4, Religion +4 
Damage Vulnerabilities psychic 

Senses passive Perception 12 
Languages telepathy 60 ft. 

Challenge 1/8 (25 XP) 


Prone Deficiency. While wearing this costume, if you are 
knocked prone, roll a die. On an odd result, you land upside- 
down and are incapacitated. At the end of each of your turns, 
you can make a DC 10 Dexterity saving throw, righting 
yourself, and ending the incapacitated condition if it 
succeeds. 


ACTIONS 


Tendrils. Melee Weapon Attack: +4 to hit, reach 5 ft., one 


creature. Hit: 4 (1d4 + 2) piercing damage plus 2 (1d4) acid 
damage. At the end of each of its turns, the target must make 
a DC 10 Constitution saving throw, taking 2 (1d4) acid 
damage on a failure, or ending the recurring acid damage on 
a success. A lesser restoration spell cast оп the target also 
ends the recurring acid damage. 


Stench Spray (1/Day). Each creature in a 15-foot cone 
originating from you must succeed on a DC 10 Dexterity 
saving throw or be coated in a foul-smelling liquid. A coated 
creature exudes a horrible stench for 1d4 hours. The coated 
creature is poisoned as long as the stench lasts, and other 
creatures are poisoned while within 5 feet of the coated 
creature. A creature can remove the stench on itself by using 
a short rest to bathe in water, alcohol, or vinegar. 


OWLBEAR COSTUME 


Donning and doffing this costume takes 1 minute. 
When you attempt to doff the costume, roll a d6. On a 
result of 5 or 6, the zipper becomes stuck and you 
cannot remove the costume without assistance. If 
assisted, that creature must succeed on a DC 10 
Strength check to successfully unstuck the zipper. 


While wearing the owlbear costume, you are a 
Medium-sized beast. Once the costume is reduced to 0 
hit points, it is destroyed and you revert to your normal 
self at % your hit point level when you donned the 
costume. 


Healing spells have no effect on the costume. Every 
hour spent repairing the costume with needle and 
thread recovers 5 hit points. Targeting the costume 
with a mending spell causes it to heal 5 (1d6 + 2) hit 
points. However, the costume cannot be mended or 
repaired (magically or non-magically, short of a wish or 
similar spell) if it is reduced to O hit points. 


Armor Class 10 (natural armor) 


Hit Points 43 (5d8 + 21) SN ЖЛҮЮ ү * W М 
Speed 30 ft. NIN j \ WN ; А Ж 
STR DEX СОМ INT WIS CHA QW Witney] 4s SSIS Mh 22:76 7 ( 2) 

| 


18 (+4) 12 (+1) 17(+3) 10(+0) 10(40) 10(«0) 
Skills Perception +3 
Senses darkvision 60 ft., passive Perception 12 
Languages Understands all languages known by the wearer 
but cannot speak. 
Challenge 2 (300 XP) 


Keen Sight and Small. While wearing this costume, you have 
advantage on Wisdom (Perception) checks that rely on sight 
or smell. 


ACTIONS 


Multiattack. While wearing this costume you make two 
attacks: one with your beak and one with your claws. 


Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
creature. Hit: 8 (1d8 + 4) piercing damage. 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 11 (2d6 * 4) slashing damage. 
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FIREBALL COSTUME 


Donning and doffing this costume takes 1 minute. 
When you attempt to doff the costume, roll a d6. Ona 
result of 5 or 6, the zipper becomes stuck and you 
cannot remove the costume without assistance. If 
assisted, that creature must succeed on a DC 10 
Strength check to successfully unstuck the zipper. 


While wearing the fireball costume you are a Medium- 
sized elemental. Once the costume is reduced to О hit 
points it is destroyed and you revert to your normal self 
at % your hit point level when you donned the costume. 


Healing spells have no effect on the costume. Targeting 
the costume with a mending spell causes it to heal 5 
(1d6 + 2) hit points. However, the costume cannot be 
mended or repaired (magically or non-magically, short 
of a wish or similar spell) if it is reduced to О hit points. 
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Armor Class 14 (natural armor) 
Hit Points 22 (5d8) 
Speed 25 ft. fly 


STR DEX CON INT WIS CHA 


10 (+0) 14(42) 11(+0) 10(+0) 10(+0) 10(+0) 


Damage Vulnerabilities cold 

Damage Immunities fire 

Senses truesight 60 ft. passive Perception 10 

Languages Understands all languages known by the wearer 
but cannot speak. 

Challenge 1 (200 XP) 


Heated Body. A creature that touches you or hits you with a 
melee attack while within 5 feet of you takes 3 (1d6) fire 
damage. 


Illumination. While wearing this costume you shed bright 
light in a 30-foot radius and dim light in an additional 30 feet. 


Water Susceptibility. For every 5 feet you move in water, or 
for every gallon of water splashed on you, you take 1 cold 
damage. 


ACTIONS 


Multiattack. While wearing this costume you make two 
attacks. 


Touch. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
creature. Hit: 6 (1d6 + 3) fire damage. If the target is a 
creature or a flammable object, it ignites. Until a creature 
takes an action to douse the fire, the target takes 3 (1d6) fire 
damage at the start of each of its turns. 


Thermal Flare (1/Day). Each creature in a 15-foot radius 
sphere originating from you must succeed on a DC 12 
Dexterity saving throw or be engulfed in flames, suffering 14 
(4d6) fire damage on failed save, or half as much damage on 
a successful one. If the target is a creature or a flammable 
object, it ignites. Until a creature takes an action to douse the 
fire, the target takes 3 (1d6) fire damage at the start of each 
of its turns. 


APPENDIX D. 


ITEMS IN THE TOYSHOP 


METAL Box 

This 2-foot square metal box with a knob and dial has a 
hinged glass door on the front. It is essentially the 
equivalent of a modern-day microwave oven (just 
don’t describe it as such). It has been enchanted by a 
glyph of warding to cast heat metal on itself every time 
someone turns the knob, increasing or decreasing in 
heat based on how far the knob is turned. It will cook 
(or burn) almost anything placed inside. 


SANITATION PLATE 

This metal plate has a glyph of warding placed on it 
with prestidigitation stored inside. It activates when a 
pair of hands are placed on the plate (actively touching 
the plate), using prestidigitation to clean/disinfect the 
hands. 


LAFFY PUTTY 
Wondrous Item, rare 


This putty can be thrown at or attached to another 
creature. Make a melee or ranged attack. On a hit, the 
creature takes 1 bludgeoning damage and must 
succeed оп а DC 14 Wisdom saving throw. On a failed 
save, the creature perceives everything as hilariously 
funny and falls into fits of laughter, falling prone and 
becoming incapacitated until the end of its next turn. A 
creature with an intelligence score of 4 or less isn’t 
affected. 


Each time it takes damage, the target can make 
another Wisdom saving throw with advantage. 
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STRAHD HAND PUPPET (MAGIC ITEM) 
Wondrous Item, rare 


The Strahd hand puppet fits like a glove over a 
creature’s hand. Small pulleys and pockets in the 
puppet allow the creature to manipulate the puppet’s 
eyes, mouth, arms, and ears. 


You gain a +1 bonus to attack rolls and damage rolls 
made with this magical weapon, which enhances your 
unarmed strike attacks. On a hit, the target takes an 
extra 1 necrotic damage. 


Curse. This hand puppet is cursed. Donning it, either 
voluntarily or involuntarily, curses you until you are 
targeted by the remove curse spell or similar magic. 
While cursed, you are unable to remove the hand 
puppet and you may not use that hand to wield 
weapons, cast spells, carry a shield, or similar activities. 


When the curse is removed, the hand puppet reverts 
to a Strahd Hand Puppet (Creature) with 2 hit points. 


Sentience. Each Strahd hand puppet is a sentient 
chaotic neutral weapon with an Intelligence of 8, a 
Wisdom of 8, and a Charisma of 8. It has hearing and 
darkvision out to a range of 60 feet. 


The hand puppet can speak, read, and understand 
Common, and can communicate with its wielder 
telepathically. 


Personality. Each hand puppet has the same 
personality, and each believes it is the one true Strahd 
reincarnated as a hand puppet. The hand puppet does 
not have the usual vampire weaknesses (forbiddance, 
harmed by running water, stake to the heart, sunlight 
hypersensitivity), but it thinks it does. 


The hand puppet’s purpose is to consume blood. If not 
feed blood daily (achieved by using the puppet with a 
successful attack), it bites its wearer while they sleep, 
inflicting 1d4 necrotic damage and negating the effects 
of a long rest. 


CROSSPOPPER 

Simple Ranged Weapon, Loading, Ammunition 
Weight: 1 Ib. Range: 5/45 Cost: 2 sp 
Damage: 1 bludgeoning 


Proficiency with a light crossbow allows you to add 
your proficiency bonus to the attack roll for any attack 
you make with a crosspopper. 


BOOMGUN 


Martial Ranged Weapon, Loading 
Weight: 8 Ibs. Range: 5/120 Cost: 300 gp 


Proficiency with martial ranged weapons allows you to 
successfully use the boomgun. 


The boomgun fires a ball of magical energy that hits a 
target of your choice that you can see within range. A 
ball deals 10 (3d4 + 3) force damage to its target. In 
addition, the target must succeed on a DC 12 Strength 
saving throw or be pushed back 10 feet. 


The boomgun has the Loading property and must be 


reloaded using an action after firing one piece of 
ammunition. 
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JACK-IN-THE-Box 
Wondrous item, cursed 


When the Jack-in-the-Box's crank is turned, music plays 
(a morbid dirge), and a giant clown head pops from the 
box, consuming the character and teleporting them to 
a 20-foot square pocket dimension filled with multi- 
colored balls. The lid then slams closed. 


The box is resilient, with an AC 20, 100 Hit Points, and 
the following damage resistances: poison, psychic; 
bludgeoning, piercing, and slashing from nonmagical 
attacks that aren't adamantine. The box recovers all 
lost hit points daily, at dawn. 


Curse. While in this pocket dimension, the creature 
cannot communicate with anyone outside of the box or 
leave the box. All transportation magic is negated. Only 
a remove curse or wish spell, or similar magic can 
release the creature from this prison. Destroying the 
Jack-in-the-Box traps the creature in the pocket 
dimension indefinitely. 


While in box, if the handle is cranked and the head and 
neck are exposed, the creature trapped inside of the 
box controls the head and neck, can communicate with 
the outside world (in a clown-like voice), and can cast 
verbal spells. 


The trapped creature cannot open the box on its own. 
The box must be cranked. Only one creature can be 
inside of the box at any one time. 


